Introduction
It has been stated that artists comprehend and chronicle the completeness of the visible world (Wallach & Bret, 1987) , defining Art as the creative expression of knowledge about the visual world. But to what extent does that awareness extend into a scientific appreciation of the world? The acronym STEAM is an abbreviation of Science, Technology, Electronics, Arts and Mathematics. Weaving interactions between Science and Art, have been shown by Clarke and Button (Clarke & Button, 2011) , to intensify interconnections between nature, with Landscape, and ultimately with sustainability. Science has given a contemporary dimension to Landscape by inviting artists to focus on the macro, the micro and the virtually imperceptible (Wilson, 2010) . Trans-disciplinary collaborations are a natural consequence, with creative thinking beneficial to the development of Science, and artists more than capable of expanding their knowledge and creative expression into the realm of the scientific (Foster & Lorimer, 2007) .
Hawkins, describes how the study of Art can contribute to the development of Geographical themes, and positions Landscape as having a foundational role in the domain between Art and Geography, (Hawkins, 2011) . Landscape can be defined as the expression of unity with geographical space as perceived by every one of the senses (Bunkse, 2007 (Lanyon, 1993, p.293) . The layering of information resulted in a painting appearing abstract whilst being geographically linked to place.
Place-scapes
The Science and Art themes of STEAM can explored in the recent work of David Hockney 3 , which conveys the experience of the light, wide-open space (Barringer et al, 2011) that inspired him when he moved to California (Hockney, 2006) . Infinite spaces can be split into further places 4 , and Casey describes how landscape is constituted by locations (Casey, 2002) and those locations continue with nothing containing or constraining them (Casey, 2009) . Essentially the boundaries between one place and another can be described as porous, 
.that place is not one kind of thing: it can be psychical as well as physical,
and doubtless also cultural and historical and social" (Casey, 2009, p.333) .
Over one hundred years ago, artists such as Thomas Moran, depicted the Grand Canyon 6 by utilizing a 360-degree panorama to envelope the viewer in the vast Landscape.
The mathematical rules of perspective were skillfully employed within the artwork to alter Instead of focusing on the distant horizon, as in a single photograph, they explore the concept of reversing perspective, so the multiple images reposition the viewer as integral to a pulsating pictorial space. Characteristic of the ancient Chinese scrolls, and experience itself 7 Ibid, Fig 13, Barringer et al (2011) , Fig. 9 , p80-81. Hockney (1982) (Tuchman and Baron, 1998) , a moving focus is achieved (Hockney, 2006 (Foresta, 1991) .
Conclusion
It can be concluded that Art and Science interact with reference to Landscape, on the historic and the contemporary timescale. The appreciation, analysis and expression of 10 Barringer et al (2011 ), fig 123, p255. Hockney (2011 ´Yosemite II´, October 16th 2011, iPad drawing mounted on six sheets of paper, mounted on six sheets of Diabond, 365.8 x 274.3cm, within 11 Ibid, p37 Landscape are of immediate relevance to the distinct disciplines of Art, Science and Geography, and to the wider multidisciplinary context of STEAM. By appreciating the Contemporary Landscapes of Hockney, and contemplating the trans-disciplinary connections of their creation, we can be reminded that Landscape is temporal (Bender 2002) . As
Hockney´s recent landscapes are devoid of humans, could they be described as referencing a time after the departure of the human species? One thing is for certain, his Landscapes enable a viewer to travel through the vastness of geologic time, and potentially forward into a glimpse of tomorrow. Hockney, amongst other contemporary artists, has been described as being on the threshold of the future, "connected to something greater than themselves and art: the world, peace, the human spirit, democracy or the universe" (Karlholm, 2009, p728) .
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